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Warning: Please carefully read the consumer information and precau- 


tions booklet included with this product before using your Nintendo® 
Hardware System, Game Pak, or Accessory. 





Thank you for selecting the Donkey Kong Country 2™ : Diddy's Kong Quest™ Game Pak 
for your Super Nintendo Entertainment System’. 


This official seal is your assurance that Nintendo has reviewed this product 


and that it has met our standards for excellence in workmanship, reliability 
and entertainment value. Always look for this seal 


when buying games and accessories to ensure Official 


complete compatibility with your Nintendo product. | Q@intendo) 


Seal of Quality 
All Nintendo products are licensed by sale for use only wilh other authorized 
products bearing the Official Nintendo Seal of Quality ™ 





Please read this instruction booklet thoroughly to ensure maximum enjoyment of your new 
game. Keep this instruction booklet and warranty in a safe place for future reference. 


CAUTION: If the POWER switch is switched ON and OFF repeatedly, the accumulated 
contents of your Super NES Game Pak battery-backed memory may be deleted. Avoid 
turning the POWER switch OFF unnecessarily (before saving the game) or data may be 
lost. 


This product has been rated by the Entertainment Software Rating Board. For information 
about the ESRB rating, or to comment about the appropriateness of the rating, please con- 
tact the ESRB at 1-800-771-3772. 


© 1995 Nintendo of America Inc. Game by Rare. 
TM & ® are trademarks of Nintendo of America Inc. 
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don't know 
how this got a 
seal of quality! It 

seems any old 
trash can worm 
its way through 
these days... 
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Trouble in Povddise 


DonkeyKong gulped down the last of his banana milkshake and sighed happily, his old beach chair 
creaking as he wriggled his toes in the sand. “This is the life,” he thought to himself. “The sun beating 
down on a clear blue sea, and no pesky banana-thieving Kremlings to worry about.” Lazily he raised a 
hand to wave at Funky, who was showing off his surfing expertise out on the waves with the squawking 
seagulls. 


Donkey Kong settled back and closed his eyes, thinking he'd have alittle doze, when he heard the sound 
of shutfling teet. Before he knew what was happening, Cranky Kong bopped him on the head with his 
cane. 


“Yowch!" he exclaimed, glaring at the snickering old ape standing infront of 
him. 














"Well, well...” said Cranky, “what do you thing you're 
doing sitting around all day? They won't get much of a 
game out abhi: will they? | thought you were supposed 

to be a big star!” 
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Arcregh! This 
story $ even worse 
thon OKC! They're 
really scraping the 
bottom of the 
barre! this time! 


\ "| never did,” said Cranky proudly. “Whisking off maidens 

and throwing barrels around the place seven days a 

- week, | was. That's how | got where | am today, you know. 
Hard work. None of this lazing around on the beach.” 


| 






‘Why don’t you go off and pester Diddy or something?” 
complained Donkey Kong. “Let me have a bit of peace for once!” 


SSO 
a 


Cranky snorted. “Hah! He's off somewhere with that girlfriend of 
his. But still, | can see when I'm not wanted...” 


Grumbling to himself, Cranky shambled off down the beach, leaving Donkey Kong 
to pull his hat over his eyes, sink down into his beach chair and slowly drift to sleep 


When night fell and their big buddy still hadn't returned, Diddy and Dixie Kong got 
worried and went to look for him. As they reached the beach, they saw hundreds of 
strange looking footprints that led from the sea to form a big circle around the spot 
where Donkey Kong’ chair lay, smashed 
to pieces. 





“Kremlingsl” Diddy gasped in horror. | To the yellow-bellied, land-lubbing Kong | 


‘Family: 
‘Hah-arrrrh! We got the big monkey! 


lf you want him back, you scurvy dogs, 
you'll have to hand over the banana hoard! 


Raptdin K. Rool| 


On top of the bits of chair they found a note: 





“| thought we'd seen the last of that old rascal for a while,” sighed Wrinkly Kong, Cranky’ good- 
Saal old wife, when the rest of the family had read the ransom note. 


“Well,” grunted Cranky, “| suppose we'd better give him the bananas, hadn't we?” 


Diddy was shocked. “After all we did to get them back last time? Donkey Kong would go crazy if he 
lost his bananas again!” 


“Got any better ideas, you young whippersnapper?” demanded the old ape. 
“We've got to rescue him, of course!” said Diddy and Dixie together 
But Cranky just laughed. “Oh really? And who exactly is ‘we’, hmmm?” 


“Count me out, dudes,” said Funky quickly, backing away from the group. “I hate adventures.” 





“| think I'm a bit old for that sort of thing.” said Wrinkly apologetically. 


“And I'm sure as spit not gonna do it,” snapped Cranky. “Not that I'm past my prime, mind you—I could 
still do a better job than the rest of you put together—but | wouldn't be seen dead in a 


ie =a game that scrolls and has bonus levels and end bosses!” 


% “What about me?!” asked Diddy, stamping his foot. “Il went with Donkey 
- onhis last adventure! Why can’t | do it?!” 


“You?” laughed Cranky. “You've only been in one game, and you didn’t 
| even get your name in the title! You think that makes you a hero?” 


| iz Diddy looked discouraged, but Dixie was quick to stand up for him. “Give 
Be him a chance—he could be a better hero than you ever were,” she 


YB challenged. 


Cranky scowled. “You think so, do you? You think he can make his way 
through all those Kremlings and all those traps, all by himself?” 


, "He won't be by himself,” she replied. “I'm going with him!” 
| Diddy stared at her and she stared defiantly back. 


\ “But its dangerous!” he protested 






fae = You're not scared, are you?” 
| & “Of course I'm not!” 
id “< 


ae A “Well, neither am |. Don't try to argue—if you're going, I'm going with 


Diddy sighed. He knew a hopeless argument when he saw one. But still, he 
y was Bonkey$ only hope! Of course, if he managed to rescue his big buddy, 
he'd become a real video game hero, too! Could he ask for a better chance 
to prove himself? 


! Cranky was looking them over shrewdly. “All right.” he said. “If you 
somehow get back safely from this and bring back that good-for-nothing 
) Donkey with you, I'll admit that maybe you have 
what it takes after all. But if you don't, there will never be 

more than cheap cameo roles for you in the future, my. boy.” 


Diddy stood up straight and proud, ready for his new quest. “I'l 
bring him back, you'll’ seel” he declared: 


The others offered him encouragement. Wrinkly gave him a 
warm smile, while Funky offered his hand for ahigh-five.“Go Fam 








for it, little dudel” 


\ * yar 
And ds soonas the sun rose again, the brave young pair 
set out. 
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Ahoy, ya scurvy sea dogs! Come to set sail to Crocodile Isle, eh? 
Well, first you have to plug the cartridge into the Super NES” . Then, 
turn the power on. You can watch the demo if you want, but how fun is 
that? Press START when you're ready to set sail for adventure! 


SAVE SLOT 


When you start the game, you'll have to choose which slot to save yar progress in. 
During the game you will have to make it to Kong Kollege so wet) Kong can save 
your fume but more on that later. If you're continuing your game from before, 
you'll be able to select the saved game on this screen. You can also copy a saved 
game into another slot on this screen. 










GAME PLAY MODES 


You can play Donkey Kong 
Country 2 by yourself or 
with a friend. 


In “Two-Player Contest” 
mode, you take turns with 
a friend to see who can 
finish the most levels in 
the shortest time. 


In “Two-Player Team” 

mode, both players take 4 
turns playing, with one gr 
controlling Diddy and the ks 
other controlling Dixie. 





During game play, the different counters that 
tell you how many items you have collected 
are scrolled off the screen. They will 
appear when you collect an item. The 


following things might appear on the screen: 






BANANA COUNTER © —_—iK-O-N-G LETTERS LIFE BALLOON METER 







This keeps track of how Collect the set to earna This appears when you get 
de bananas you collect. _ free life. an extra life balloon, or 
Get 100 for a free life. lose a life, to let you 





know how many lives you 
have remaining. 






TIMER 


In the Bonus Levels you will have a limited 
amount of time to get the Kremkoin. 
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MAP SCREENS 


There is a map screen for each of the Worlds in DKC 2. The 
maps show the different Levels in the World. You can also 
see the locations of the different Kong Family members 





who will help you on your adventure. In each location, 
arrows will point in the direction you can go next. 






hOngtroller 
LoyQut 


There are tons of 
different things you can 
| do in Donkey Kong 
Country 2! Fortunately, 
| its not possible to do 
| them all at once, so it's 
really not as over- : a ° Spins Squitter’s 
platform web 





SUPER N 


ENT ERTAT EM 


a Change 
Characters when 
you have both 


* Switch between 
payee in Two- 
layer Team 
mode 


* Cartwheel as Diddy 
* Helicopter spin as 
Dixie 
* Pick up barrel 
Release to throw 
| Press and hold to run 


| * Animal friend's 
normal attack 


* Throw other 
character when 
teamed up 


5] * Team up when you 

have both characters 

¢ Split up team when you 
are teamed up 

* Hold to charge animal's 
super move 

* Spins Squitters 
platform web 


* Flap wings 
with Squawks 
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__| signature ~ 
cartwheel 





jumps. he'll 
leap a little 
farther than 


to pick up a 
barrel, and Jumpin 
is a skill you’ 


need for 


enemies to 
| attack them. 


Diddy's in the starring role this 
time and he’s of f to prove 
himself a true member of the 
Kong Family of Video Game 
Heroes. He'll have his work 
cut out for him as he storms 
Kaptain K. Rool’ pirate haven 
on Crocodile Isle! 


as you move 
to make 


Wgame faster 
and more 


handy in the 
many aquatic 


Diddy's 
cartwheel 


ne enables 
im to make 


Diddy carries 
the barrel out 


shield as he 
runs into 
enemies 
while 
carrying if. 


pertect place 
or a monkey 


only climb up 
and down 
here, but they 





Using her 
terrific 
tresses, Dixie 
can float 
slowly to the 
prune from 
nigh places 

by pressin 
sed helding 
ithe Y Button 
as she falls. 
While on the 
ground, Dixie 
ican also spin 
to defeat 





Dixy 


She holds the 


barrels 
above her 
head, which 
Igives her a 
4 slightly 
ditterent 











monkey, 
Dixie can 
swing just like 
Diddy and 
Donkey 

Kong. Her 
aerial 
abilities give 
her an edge 


Iwhen she’s at 
high altitudes 
because she 
can helicop- 
iter to slow 


her fall. 


Dixie and Diddy are inseparable 
friends and go everywhere together. 
Both share a love of adventure and 
the awesome abilities to make it fun! 
Dixie’s powerful ponytail allows her 
to equal and sometimes even 
surpass Diddy's adventuring 
abilities! 


Aa Hold down 
the Y Button 
as youmove | 
to run. While | 

Jrunning, you | 
Wi 
automatically 
pick up any 
objects in 

=} your path, so 

muse this with 

= caution. 


Teom-Upt 


| When Diddy and Dixie are together, 
| they form a powerful team. Press the 
A Button to pick up the other 
. character. You can then throw your 
pal using the Y Button. You can use 
the throw to attack enemy 
characters or to reach normally 
Ty inaccessible places and items. 
m Iry to toss ed friend in 
~_ many different situations. 





Gold doubloons and pieces of eight! Pirate loot and sea-borne swag! 
It's all here, strewn across Crocodile Isle! By bagging much coin, you 
gain many game play advantages! 


These huge DK coins 
are well hidden, one 
per level, by Cranky 
imself. Collecting 
these will improve 
Diddy’s status as a 
video game hero in 
Cranky’s eyes. You 
have not really finished a 
level until you have 
collected the Video Game 
Hero Coin. 





You can earn a Kremkoin in 
each Bonus Level. There are 
three different types of 
Bonus Levels. In one 
type, you must collect 
all the Stars to make 
the Kremkoin 
appear. In the 
second type, the 
Kremkoin is hidden 
and you must find 

it. In the third type, 
you have to defeat 
all the baddies to 
make it appear. You 
can use Kremkoins to 
pay off the monstrous 

lubba so you can 

cross his toll bridge. 
What is on the other 
side? That's for you to 
tind out! 


These coins are 
used to pay the 
various members 
of the Kong Family 

for their hale Yes, 

the days of free 
advice are over. 

Even old Cranky 
charges for his words 
of wisdom (although 
the insults are still free). 











The trail of 
bananas will 


pe! every 
anana, and in 
fact the 
bananas will 
always lead 
you in the 
proper direction 
if you get lost. 





ol anima 
r 
continue 


beyond this 


point. If you try 
to go past he 


will simply 
disappear. 


iend cannot 


You'll find these 
scattered about | 


Picked up and ‘ 
thrown, they 
make good 
weapons to 
bean enemies 
WIT. 


was to 
reach the 


sign. 


" RAN a 


ump on the 
different animal 
crates to 


.. release your 
=3 animal 





| friends from 


Wi inside. 





Use this balloon & 


Sto safely float 


over lava, just 

don’t run out of 

hot air or . ee 
things will get a | 


little hotter. 





There are three 
different 
colored Extra 


Life Balloons. 


a The 
ey ditferent 
my colors are 

, worth 

\ different 

| numbers of 

\ lives. Red is 
( worth the 
fewest, Blue is 
worth the most. 


These chests 
contain many 
different types 
of items. Bredk 
them open by 
throwing them 
at enemies to 
Wdiscover what 
is inside. 


Kannonballs by 
themselves are 


enemies. If you 
lacea 

<annonball ina 

kannon, it will 


flash, indicating 


that it's loaded. 
Jump into the 
loaded kannon 
and it will 
launch you to a 
Bonus Level. 


Collect the 
Sa meee \ctters to spell 
I ae kKONG and 
earn an extra 


Jump on the 
target to finish 


athe Level. If 
‘you jump from 


a high enough 


Zaltitude, you 


will win the 


¥ prize that is 


displayed. 
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Barrels 


What's more fun than a 
barrel full of monkeys? 
How about Did ly and 


Dixie ina barrel? There 
are tons of barrels in 
DKC 2, and most have 
special uses. 


== 
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Bonus Barrel 
Bonus Barrels launch you 
into. Bonus Levels when 
you jump into them. 
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Plus and Minus Barrels 
Plus and Minus Barrels 
are found on the different 
roller coaster levels. The 
Plus Barrels will add time 
to the timer, the Minus 
Barrels will send you into 
the Minus World! (Uhhh... 
wrong game. Actually, 
they will take seconds 
away from the timer] 
When the timer runs out, 





| 
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Check And Barrels 


The U Barrels will open 
the gates on the roller 
coaster, the X Barrels will 
close them. 





Barrel Kannons 
There are several types 
of Barrel Kannons: 


The Arrow Barrel simply 
launches you in the 
direction of the arrow. 
Use the Control Pad to 
make your character 


move to the right or left 
once you're airborne. 


Blast Barrels will 
automatically launch you 
ina certain, pre- 
programmed direction. 
Delayed Blast Barrels will 
allow you tovaim them in 
the desired direction 
before they blast you.out. 
Be careful though, with 
some of these barrels 
you only have a limited 
amount of time to shoot 
them before they go off 
automatically. 


=a 
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Steerable Barrel 
You can steer this'Barrel 
in any direction: 





Rotatable Barrel 
Use Right and Left on the 
Control Pad to rotate this 
Barrel info the desired 
position. 


Diddy & Dixie Barrel 
Some Barrel Kannons are 
usable only by a certain 
character. 


TNT Barrel 

TNT Barrels explode 
when they are thrown. 

Be careful, because some 
Kremlings actually like to 
live in TNT Barrels... 


These barrels mark a 


- Barrels marked with an 


_ they jump in. IF you jump 
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DK Barrels 
Hére’s where you'll find 
your partner 1 you don't 
already have him or her 
with you. If you already 
have both characters, 

ou wont be able to 
besok this Barrel when it 
is in mid-air. 


Star. Barrels 





midway point inthe 
tae If you break one 
of these barrels, you'll 
continue at that point if 
ou lose a life later in the 
level. 





Exclamation Point Barrel 
Break these barrels to 
gain temporary 
invincibility. 
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Animal Barrel 


animal intone pretore 
will.transform Diddy or 
Dixie into the animal if 


into a Barrel that shows a 
picture of the animal that 
you are already 
transformed into, you will 
gain an extra hit as that 
animal. 








Biplane Barrel 
This flying barrel is 


available for rent from 
Funky Kong. Use if to 
travel back to levels you 
have already visited. 











The As the home port of Kaptain K. Rool’s cutthroat pirates, Crocodile 
Isle is teeming with all types of Kremlings. Theres even more 
Legend oF variety of terrain on this island than there was in Donkey Kong 
| Crocodile 
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Crocodile 
Cauldron 
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Krew Quiy 
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| Yet another Kremling Galleon has sunk here in Krem Quay. Once the port of Crocodile Isle (as if 
anyone would really want to visit), the place is now a swamp, crawling with rats and other vile 

vermin. Some of the underwater action here is particularly gloomy, so you'll need a friend with a 
light to show you the way. 
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What do the pewilins do for fun when they aren’t making the Kong Family’s life miserable? They 
go to Krazy Kremland, the island amusement park! This area features roller coasters that are not 
| only in extreme states of disrepair, they are also haunted! 
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GlOOmy Gulch 






You're not out of the woods yet! In fact pon te just entering it when you get to Gloomy 
Gulch. This spooky area is also haunted by the evil Kremling spirits known as Kloak and 
Kackle. Even the ropes that once provided a safe way fo climb over obstacles are now 
ghostly and insubstantial. 








There are rumors of a lost world located deep beneath Crocodile Isle. It has been said that this is 
the source of the Kremlings, and that there is valuable treasure to be found there, including the 


| elusive true ending of the game. Only the most clever explorers will find this place. 


1 


Kaptain K. Rool is no fool; he’s saved the most dastardly traps for use in 
his own fortress lair. None has entered K. Rool’s Keep and lived to tell 
the tale. Will Diddy or Dixie be the first? 





This powerful 
Rhinoceros 


Enquarde 


important. 
Rather than 
just carryin 
flashlight 
he can now 
lift both 
Diddy and 
Dixie for 
high-flying 
adventures. 





ou press the 
Button. 





It seems that Diddy and Dixie will not be 
alone on their quest. First of all, Rambi, 
Enguarde and Squawks return to add 
their animal abilities to the effort. A 
handful of new animals also make their 
debut on Crocodile Isle. 


slinging 
spider, 
AJ Squitter, is 


one of the 
coolest new 


Button, he 
spins webs 
that knock 
out enemies. 
He can also 
ene! web J aieest 
platrorms remling 
that the pair galleons near 
ican use to Krem Quay. 
cross gaps in He'll offer his 
Bcross gaps Biel o 
a the terrain by Blight to show 
fl pressing the = athe Kongs the 
Ml, RandA Sy way through 
Buttons. 
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underwater 
levels. 


Si aS a eee 
. 
i. 


. _— 
| 





turn water to 
ice but 

Clapper can! 
Jump on him 


Fy 


























in the prime business locations throughout Crocodile Isle. | 
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Funky’s Flights|} | Swanky’s i Kong}  Cranky’s | Klubba’s Kiosk 
Funky’s Flights Bonus Bonanza Kollege Monkey The towering 
are ihe only way | Step right up! Of course, this USeurM | Klubba demands 


to fly! If you've | You're the next | manual will tell | Evenold Cranky | payment of 

already been to an} contestant on you almost Kong is getting in | anyone who : 

ared, you can use | Swanky’s Bonus | everything you _| on the would cross his 

Funky’s Flights to | Bonanza! Play need to know, but | entrepreneurial bridge, and he'll 

revisit that place. | this game to win | since most people | spirit. He’s only accept 

This time, though, | valuable bonus —_| don’t read the opened a Monkey Kremkoins. 

you’ || have to pay items! It's a manual, you can useum where What's on the 

you fare in gamle, since you | get alot of basic | inquisitive other side? Why 

Banana Coins to ave to poy ame education in | monkeys can go to would anyone 

get a ticket. Banana Coins to Weinkly Kong's learn about the want to go there? 

play. school room. lore of Crocodile You Il have to ; 

Since this isa | Isle. Prepare to | find out for | | 
private school, poy fo get the foie (Hint: 
you'll have to pay | best hints! it's worth if!) | 


tuition in Banana 
Coins. Even if you 
don't need the 
information, 
you'll want to go 
to school, because 
nice Mrs. Wrinkly 
can save your 
game. 
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Visit 
Mme first ang give 
Me all you, CONS! I’m 
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This peg-leg Kremling is 

the standard type 

you will 

encounrer, i 
xs 


This Kremling hides ina 
borrel. When you get close 

he pops out and tries to push 
you ind 


Look out below! 
Klinger 
climbs 
“er around in 
the 
\. rigging, ready to 
slide down on anyone 
ie Helow him. 


This Kremling bounces 
oround on two 
spring-loaded 

peg legs. 


Named for the annoying 


little squeaking sounds they 
make, these bilge rats infest 
every corner of Crocodile 
Isle. Check out 


ender red 


ye re on enemy ground now, so you'll be ig 
craftier, crueler Kremlings than ever before. They 
don’t wear that pirate regalia for notming 


It you flip this beetle 

on its back, you can 

cory it round and use 
it as o weapon! 








Muscle-bound and muscle- 
headed, Kruncho is impervious to 
Diddy ond Dixie's attocks. They 
only moke him mad! 


Flitter hovers in many 
locations. Bouncing off 
these dragonflies is a 
useful means of reaching 
hidden 

oreas, but be “ 
coretull! 


The bugs are back! 
Lingers return to 
endlessly buzz 
about and cause 
the Kongs 
all kinds of 
# problems. 
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It looks like Klump 
can shoot! 


His club should give you a clue about whot 
. might happen if you try to cross his bridge 

He's Klaptrap’s bigger brother, and he without paying the toll! 
has a monstrous appetite for monkeys! 


This fat- 
lipped 
piranha will 
try to bite 
“anyone who 
swims too close, 


Floatsam is o stingray 
that cruises ceaselessly 
back and forth, 





Shuri spins around 
underwater, trying to 
skewer careless 
swimmers with its 
pointy little 
arms, 


These ~ 

ghostly 

Kremling spirits hount many 
locations on Crocodile Isle. 


This sly Kremling 
| loves explosive 
surprises. Watch 
out for TNT 
borrels—Kaboom 
may pop out just 
before you 
reach them. ¢ 


| Kroak rockets his hooked 
honds at anything that , 
comes near. 





ic 
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Sa = this crozy cot is o whirling dervish. It 
fe will tangle you up in its many tails ond 
spin you round until it 
4°. collapses. 


Slowly but steadily, Puftup 
rises from the depths, 
getting bigger and bigger as 







| he puffs himself up. Watch 


out for his spines! 


Kutlass moil-ordered 


} his razor-sharp 
swords from a 
TV offer. They 
turned out to be 
0 little bigger than 
they looked on his 
small screen. Excellent! 


The green heads make great 
stepping stones and the brown 
heads are excellent springboards 
for reaching those high places. 


The leader of the pack is 
back, and this time 
he’s packing a 
blunderbuss! 
Ouch! 








Spiny may hove a 


soft underside, but its 


quills will strike 
you if you 
* get foo 
fi / ntp 
yf!) ,, Close. 
F ri 
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“ See, | knew you'd have to come 
crying to old Cranky, begging him 
to share his vast game play 
knowledge with you. Did you think 
that just because you tortured 
yourself by reading this boring 
manual | would actually reward 
you with some free hints?! Pshaw!! 
You can pay for my hints in the Monkey 
Museum, like everyone else! 


| did hear that that rag Nintendo Power will be 
printing up some sort of strategy guide for 
this game, though. | don’t know why, since 

| the game doesn’t require any strategy that | 

| could find! Anyway, if you really want to 

| waste your money on it, you might actually 
learn some of the secrets. But don’t expect 


to find me in their guide! This is the last : 
pitiful cameo appearance I’m going to make! & 
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Oarevinc: Copying of any ‘Nintendé game is ille al ond is strictly — 
" probilited by domestic and international copyright laws. “Back-up” 
or “archival” COF ies $ are not authorized and are not necessary to G 
vare. V fiolators, will be prosecuted. \ 
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| al 
This Nintegee gam > is Rat deste ed for use with any unauthorized 
copyin Use of any such device will invalidate your 

Ninte ae ict warranty. Nintendo tai or any Nintendo e 
licensee or distributor) is not responsible for any damage or loss : 
caused by the Use of any such device. If use of such device causes | 
your game to/sfop operating, disconnect the device carefully to 

avoid damage and resume normal game play. If your game ceases 

to operate and you have no device attached to it, please contact 

your local authorized Nintendo retailer. 













| el contents of this notice do not interfere with your statutory 
rights. 


This manual and other printed matter accompan Hing thi ls game are | 
protected by domestic and international copyright law 


of this game without permission of Nintendo or its 
is Strictly prohibited. 






For further informations assistance, please contact: 

Nintendo Consumer Assistance Hotline 

1-800-255-3700 (U.S. and Canada) » - 
Or your local authorized Nintendo retai 
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WARRANTY AND'SERVICE INFORMATION 
-_°3-MONTH LIMITED WARRANTY © 2 ee: 
(For Hardware, Game Paks, & Accessories) pa = FE: 






Nintendo of America Inc. (“Nintendo”) warrants to the exiginet Raise r that the 
product porelivatey Cone laks and accessories) shall be free from defects de 
material and od by a period of three (3) months from the datee 

purchase. If a orne covere this wer ont y occurs during this three (3) month 
Woe 5 period, Nintendo wil Tegel or replace the defective product or 
component part, at its option, free of charge. 


+ ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 


Nintendo warrants to the original purchaser that the hardware product shall be free 
from defects in material and workmanship for an additional three (3) months beyond 
the original 3-month warranty period described above. If a defect covered by this 
warranty occurs during this cdditianel 3-month warranty period, Nintendo will 
repair the defective hardware product or component free of charge. The original 
purchaser is entitled to this additional 3-month limited repair warranty only if 
Consumer Proof of Purchase Card (attached to the’hardware packaging when sold) 
is returned promptly after the date of purchase to Nintendo Py the original 
purchaser or the original purchaser's retailer. ms 


WARRANTY SERVICE OR REPAIR/ SERVICE AFTER EXPIRATION OF Wh 


You may need only simple instructions to correct any problem wi 
Call the Consumer Assistance Hotline at: 1-800-255-3700 ral the 
retailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Timeymonday - Saturday, 
and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject hange). If the 
problem cannot be solved over the telephone, you will be re ¥ id to the nearest 
NINTENDO AUTHORIZED REPAIR Center™ or you will be offered express factory 
service through Nintendo. In some instances, it may be necessary for you to ship the 
complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the 
nearest service location. 


WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON- 
LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS 
MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, 
UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS 
"oh WORKMANSHIP; ‘OR (d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED, OR 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY 
LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS 
OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which af state to state. Nintendo's 
address is as set forth on the back cover of this monual. This warranty is valid only in the United States. 








Fon going to your 








Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. PRINTED IN JAPAN 


